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PREFACE: 
You Are The 
Missile Base Commander 



in Missile Control for 
u photographs showing 
ny territory Today, the 



you think "Pretty good'" 

I he situation is desperate. You know it You're going to have to rely more on la 
Iks than sheer fire power You'll need all your cunning, all your courage, ar 
more than .1 little link You're suddenly aware you're sweating and Iree/ing 
the same time Him long now' Mow much longer' 

"Keel alert 1 Red alert' s< reams the hot line 1 he sudden slim k dislodges le. 
\ou I he hase al, 11 mi shrieks the alert MiM s ill pla< e now Sei orlds to go Stai 
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HOW TO PLAY 
MISSILE COMMAND" 



YOUR MISSION: The enemy b determined to annihilate your cities. Your mission is to defend th 

DEFEND THE ,1S lo "S ,1S l >ossihlp h V destroying the enemy's weapons with your antiballi 

/-i-r-.rc missiles (ABM's) The more enemy weapons you destroy and the longer < 

( 1 1 11 S defend your s. (he more points you s, ore When the enemy succeed' 



ENEMY ATTACK The enemy attacks your cities and missile base with ICBM's (intercontinental 
WAVFS ballistic missiles). MIKVs (heme hint; or multiple-warhead ICBM's). and missile- 

dropping killer satellites and bombers (see Figure 1). Attacks come in WAVfS 
which last between it) and 45 seconds Each wave is more difficult and challeng 
ing than (he one before On the sixth wave, the enemy sends smart missiles 



The enemy can destroy three cities per wave and blast your missile base as often 
as you allow it To protect your cities and base, you have 30 ABM's per wave 
Your launch pad accommodates six at a time Each time six ABM's are launched 
or destroyed by the enemy, the Top Secret automatic loading device replaces 
them, until all TO ABM's are gone or the wave ends For more information on 
ABM's see Section 7 YOUR ABM DEFENSE 



and displayed, as shown in figure 2. and bonus points for them are added to your 
score Information on scoring is given in Section 8 SCORING. 



A game ends when the enemy destroys all your cities and THE END appears on 



MIRV 
ICBM 
CITIES 




ABM 

MISSILE 

BASE 



Figure 7 Attack Wave 
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LOADING 
MISSILE COMMAND 



play MISSILI COMMAND you will need the following ATARI components 

ATARI 400'" or ATARI 800'" Person.il Computer System with a minimum ot 
HK Random Access Memory (RAM) 

MISSII r COMMAND Cartridge 



Connect your ATARI Personal Computer System to your television set as in- 
structed in your Operator's Manual 

Open the cartridge door of your computer system and insert the MISSILr 
C< XWMAND ( artridBe in the cartridge slot Use the LEFT CARTRIDGE slot on 
the AIARI 800 Personal Computer System. 
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USING THE 
JOYSTICK CONTROLLER 





DETONATION 
MARK 

CURSOR 

ABM LINE 
OF FIRE 



Figure 7 Launching an ABM 
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TO START GAMES 




TWO PLAYERS To set MISSILE COMMAND (or two players, press the EBIWl key Note that 
2 PLAYER replaces 1 PLAYER at the top of the first display (see Figure 9) 




figure 10 Start of a Two-Player Came 
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GAME OPTIONS 




Figure 12 All Smart Missiles Option 



NO BONUS 

CITIES 



MISSII fc COMMAND gives you bonus 
play without them, press the EJflSJ k< 
top of the first display. Press fj. .'as t<> 



le: SnnCTTJl number keys 1 through 9, the S key, and 

^J. ' l^UI all reset MISSILh COMMAND to the firsl display and 
urn name scon- counters lo zero I he highest score counter docs 
t reset to zero unless you turn off the computer 
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TO PAUSE, RESET, 
OR START A NEW GAME 



PAUSE OPTION Press any key on the computer keyboard tc 



Kl SI I 



START A NEW 
CAME 



Press the l\H.\M key to return MISSILt COMMAND to the wave point multiplier 
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YOUR ABM DEFENSE 



( hanging Iroin Ihis ■> into a solid like ibis + Keep an eye on the c ursor 
and trv not lo run out oi missiles beloie ,i wave ends or you will leave your 

When an enemy missile slips p.ist Kim A KM detense. it usually destroys whatever 
it hits, but occasionally il only inllu Is damage l( your missile base is only damaged, 
you can continue to launch AHM's Therelore, it's a good idea lo keep pressing 
the fire button on your loystick after your missile base has been hit Rely on the 
"no launch" signal to tell you when you can't launch AHM's 




1)1 PLOYMFiNT 
STRATEGY 



?e Section 9 GAMb TIPS 

mo\e tli, c ins,, i I,, anoihei target Don I wail lor the c\pl< 
Always "lead'' your target Aim just in front of missile 
bombers and let them travel into your exploding AISM's 
Mil bombers and killer satellites before ihey ( an drop mis. 
flit K IIM's before thev can "MIKV" (divide into multiple w 
pie Independent Re-entry Vehic les) 

Hit smarl missiles dead on. sin< e they're designed to evades, 
Hons li nai re no! \er\ good at direr t hits, try surroundings 



\voul oserkill II wastes \U\t s 

ss your radar I 



RADAR LINE 
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SCORING 



You score points tor every enemy weapon destroyed ,it 
city and AliM remaining at the end of a wave. Here is 
first two waves of MISSILr COMMAND 

Points for Weapons Destroyed 

ICBMorMIRV 25 points 

Bomber or Satellite 100 points 
Smart Missile 125 points 



Bonus Points 

AHM Saved r > points 
City Saved 100 points 



added to your sc 



DISPLAY 
COLORS AND 
WAVE POINT 
MULTIPLIERS 



9 and 11) 
11 and 12 
Hand 14 



n the Inllowing table 



n black background 
i on black 



bx Points 
(>x Points 
(>x Points 



vary, depending on the i 



e doubled (2 x Points) during W 



Waves 3, 4 

50 points 
200 points 
JStl points 
200 points 

10 points 



s 7 and « and by 5 (5X Poin 
mltiplied by 6 (hx Points) V 
y wave (see figures 8 and 11 



Waves continue as loni; ,is you have c ities left After W.ive 21) the c olors repeal 
Waves 21 and 22. tor example, .ire the same colors as Waves 1 and 2 Points con 
tinue to be multiplied bv b after Wave 20 



HONUS CITY tvery 10.000 points V ou earn a bonus city and a musical salute. Your bonus city i 

POINTS Pl«<:«l °" a vacant site chosen at random. 

If you are such a k"<"I player that you have no vacant sites at 10.000 points (o 
multiples of 10,000 points) your bonus city is held in reserve until a city ir 
destroyed and a site her nines available I he bonus ( ity is set on the vacant site a 
the start ol the ne\l wave bonus < ities u ill he reserved loi you until youi s ( ore 

reserve. After all. such a talented player really doesn't need bonus cities 
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GAME TIPS 



DON'T DEFEND As a rule, you shouldn't waste AHM's on enemy missiles that are heading for 
[ )\\{ | dirt (bomb ( raters or vac ant sites) Defend your missile base and remaining c ities 

Of course, if all your ( ities are destroyed or you are on the point of receiving a 

bonus CItV you llll>;lll .Is well >:<) tol lllLlll s( oil' VYi'.ipons llkr Mil. Ill missile-* r\.'ll 

if they are heading for dirt 



DESTROY 
BOM HERS AND 
SA 1 1 I LITES 
RIGHT AWAY 



DON'T LET Some players try so hard to hit smart missiles they forget to defend their cities 

SMART MISSILES ™>»lie base Remember that a smart missile can only hit on.- target 

DISTRACT YOU 



SAVI llll 
INSIDE CITIES 



HINT: The enemy can only destroy three cities per wave Therefore, after 
you've lost threi s you c an comenlrale on destroying high-score enemy 



PROTECT CITIES 
WITH A 
MISSILE 
UMBRI I I A 



screen to trap and destroy one oming enemy weapons 

To set up a missile umbrella, move the c ursor rapidly ac ross the television screen, 
lust beneath the enemy missiles, and leave a line of detonation marks Space the 
marks close enough to form a chain of explosions beneath the enemy missiles If 
possible, spread the missile umbrella in the path of a bomber or satellite, as 



DETONATION 
MARK 

CURSOR 



START OF 

AN EXPLOSION 



r 



r 



A 

ATARI® 

mmumcanons Company O 



